Mischief at Hogwarts

Charm gour friends all night!

(J@ommemfezf for 4-6 p[@/ers%ust a [arger group of p[@/ers é/ a[ternatz’ng two p@zers toa game piece (co[our).

Before the game begins

. (Prepare: pens, paper, 2 p[astz’f cups, 2 same-sige bottles, 1 scart, 11 ([ot/}espins (optional), a book.
. It desired: make ﬁ[ix fe[ia’s and (Poéjm’fe potz’on (m 500E[et).

° KUL[[ p[@/ers 5et a score (arar, then cach choose a game piece (colour) and p[afes it in the Gm@/anf.
° g@(ﬁ p[@/er 561‘5 a spef[ card @reen).Wn’te the spe[[ down on | Your score card and p[a(e it back. Shuttle.
. %f[ the dice amfp[a(e the cat-piece on the mt—ymﬁo[witﬁ the same number (dice:4="Place on cat 1/4).

. IF there's not enougﬁ wands for each p[yer to have their own, divide them on each side of the table.

The course of the game

f}ivezy new_year 5e51’ns in the @u@anf&ou attend a year at fHogwarts ify wa[kz’ng tﬁrouﬂﬁ the school: clockwise
outer and inner ring, enarl’ng with an exam in the center. LQ\/@/e é/ ro[[z’ng the dice. Mhen the first p[yer reaches the
center, everyone agrees to cither do the exam and 5pem{ another ~year at school, or face Noldemort and end the game.

(@e the exam as expﬁzz’neaf on the ea‘rge of the board. When the exam is (ompfeteaf the p[gyer receives a afzpfoma and
_Jumps to the (om}fyamf to do another ~year in the same fasﬁz’onw  your ast year in school the exam 561‘5 switched with
a battle agaz’nsmo[t[emoﬁ (more info on page 3). LQ\/@/e your game piece directly to the courtyard. Trom the
cou@arz[ you need to walk up to the Lgreat Hall where Noldemort awaits, he is the last (6a[ﬁmge i the game.

It _you win a‘gaz’nstf\fo[a@mort the house points of your team are doubled and the game is over. (@ team with the most
points overall wins (see how to calculate the points, page 4).

house points:

(@ house points are small stones in the four colours of the different houses. Fach team collects their colour in separate
containers (fest tubes). Cfvery time a p[gyer gets 10 or more points the team gets one house point. CPut a stone in the
forresponafz’ng test tube. (IF you lack these items, use a blackboard/ paper to keep score on both teams)

Prefect: (recommended ut optional)

(Momt a prefeft to lead cach team. (@ z{eﬁzgate tasks and makes sure everyone on their team 5&‘5 to parﬁczpate and
have a gooaf time.

prefeft can:
()L > ()eé a p[gyer on their own team to give their task or duel to another p[gyer on their team. (@9 can onfy be
done before the card is drawn. (@5 p[gyer that does the task/ duel receives the points.
> ()Gk p[gyers on their own team to switch p[aces on the board at any time c{uring the game. J\@ Onfy
p[gyers that are currently in the hallway, not in rooms. %camp[e: (_Pfgyeq{s outside the library; p[@/er ‘B

is on _(/DZZWJ.()Q[(’EV swz’trﬁz’ng p[a(esqu on Peeves and B is outside the MraD/)
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()L[[ p[@/ers s Jot down their own points and keeps it secret, even trom their own teammates. (@1/5 is also true for the

prefea‘s. @s, the prefea‘s should be as observant as possiﬁe, z‘_ryz’nﬂ to make sure everyone f]ets points. See (a[(u[ating the
points, page 3.

Spells:

EIveD/one starts the game with a spe[[ cach (green can[s), but can obtain more spe[[s zfun’ng the game, cither zﬁ/ a chance
card @e[fow) or fy arol'ng an assignmem‘ at the Mrazy. (@5 spe[[s are used ajaz’nst the other ‘v@/m in certain situations.

‘@/use a spe[f, _you need to 5ra5 a wand trom the taﬁe, point it at the person_you wish to ) Jinx and sound the
incantation. < §Fach wand can oné/ be used fy one person t[urz’ng this pm’orf.
Jou get 5 potnts cach time ' You use a spe[f.

SPC[[& may 6‘6 usez[wﬁen:

° (@//o or more p[@/ers meets on the same space.
° (jUJ[@/er lands on Poeves.

Rooms:

On the board there are three rooms, outlined in purp[z, with ditferent properties: (@g ﬁ’érazy, (@E room of requirements,
and “Defence agaz’nst the dark arts. (@ rules for each room are written on the ezfge of the board.

Sumbols

Pick a fashcard Gfue) orth 12  porns, unless otherwise is stateﬂnumﬁer in the lower n’gﬁt corner tells
° which book the question is from. j{you want, you can sort them fy which books the p[gyers have read.

CPick a duel card (red) and fﬁa[[erlge a p[gyer from a competinﬂ team.
(@ winner 5ets as many poz’nts as indicated on the card.

(.pl’(k a cﬁana carz[@e[[aw) Wztﬁ tﬁese ((lﬂ{S arlytﬁz‘nj can 6&}7}7671./ ffyou are I[OVCEL{ fo move 5a(kwan{s
_you may not arraw a new (/5(17!(6 asz even z’ﬁyou [anzfon Z%I'S gymfo[agaz’n.

J! 2: St a p[gyer refuses to do a task in the game, either a chance carzf, arue[, or arlytﬁing e[se, tﬁgy lose 10 points and 1
house point.

w (Itof[ the dice when ap[gyer (ands on this space to see where @:% .)\@n;s is at. Place the @t—piae on the
space with the same number as the dice (z’fyou rolled a different number than the one_you [anz{earon, the cat

remains where it is and you are safe). It the cat was a[reacﬁ/ there however, _you get cauﬂﬁtJou can now choose to

pass a turn or ﬂet sent to the [z’fraD/ to do an assz’gnment (see the ez[ge of the board: (@ [z‘frag)%[gyer a[reaafy
stanarz'ng on a numbered cat is not atfected cither way.

"‘*-J i’?"l* O’VIHH stairs: Wﬁen ap[gyer [am{s on a stair tﬁj 7'0[[ fﬁe t[l(f .71[ t6€ t[l(e SEOWS a numﬁer t/jdt 56[0?1‘75

‘,% 2 another stair, the stair has moved. @p[qyer gets p[a(af on the stair with the same number. It the dice shows
Forns © the same number as the stair the p[gyer is on, or a 6156er number than any of the stairs, notﬁmg 6appens



Peeves: Pecves: When a p@zer (ands on Peeves all the other p[@/ers can be Peeves for a while: (_graé a wand and
throw a[[)/our spe[l's on the un[uc/_éy p[gyer. IF the p[@ter fenows the protection spe[[ (have prevz’ousé/ drawn the Spe[[
card “(Protejo") am[, are able to jraﬂ a wanaf, z‘ﬁ_ey can use it to defend themselves. I tﬁ_ey defend themselves agaz’nst
one of your spe[[s, the spe[[ is reflected back on | You. @ onfy need to use ”(Protego" once on each p[gyer. {Iveg/
p[@zer receives five points for each spe[[ used, but can on[y use each spe[[ once.

“ Dementors: @ p[@/er is sent to the “Detonce g/mﬂmr‘z% Ak arts-room and 5ets a task. See the ec{ge of the
board. @mp[etz’ng the task earns  you the spe[f “expecto patronum”, which protects against dementors for the rest
of the game. It someone on | your team lands on the same dementor as  you the spe[[ protea‘s both of _you.

f (jifl‘er (omp[etz’nj your J/ear/ s at fHogwan‘s you have to defeat Noldemort, Walk from the @u@amf to the
(ﬁreat hall. We one space at a time and answer a question on cach one. @rrect answers [etyou move
forward and continue. 5 _your answer is incorrect, wait um‘i[your next turn before tD/l’ng agat’n. See how to

ﬁyﬁtr\fo[aremoﬂ on the eafge of the board.

“Noldemort wins:

J\os)z’ng agaz’nstr\fo[aremoﬁ is not the enz[Jou “dic” and continue as a gﬁostJou now move three steps between every
otﬁerp[gyers’ tumJou can move any one z{ireftion)/ou want, even tﬁrougﬁ walls. @u{you can on[y attack }Jfgyers in
the 5a[[wgys, not in the roomsJou can no [onﬂer draw fanfs, 5141‘)/011 earn points 5)/ [am[z’ng on the same space as

otﬁerp[gyers and ﬁl’ttl’ng them with spe[[sJou can also be cﬁa[[enyeaf to duels.

Jou 561‘ 5 poz’nts every time_ you use a spe[[. On[y those with “(Protego " can }Jrotect themselves.

Jou can xfmw a new S})C[[(M‘I{I[OI‘ every turn.

Jou win and vanquisﬁf\fo[&mort:
(@ first p[gyer to defeat Noldemort doubles their teams house points and ends the game. @unt the stones to tind out

60W many 601156 poz’nts 611(6 team 6(15.

Caleulating points

o Distribute the house poz’nts as equa[[y as possiﬁe between the team mem&ers.r)@‘erwarzfs cach pfgyer sums up

their own points.

o (@ prefefts collect the score cards from their team and finds the card with the lowest score. ‘@ score, but not
the name, is read aloud. ‘@ team with the best (61’56651‘) of the lowest scores gets half of this score as a bonus
for great collaboration (see exampﬁf on page 4).

o o&sjt@ each team sums up all the points from their players ngus bonus). L@sz‘ip@ the end sum with 7, then
divide gfy the number of p[@/ers on the team to get the final score for the team.

‘-@5 team with the best total score wins.



Fxample:
T

4 p@ers
@[gyers points: 145, 130, 89,

145+130+89+60 = 416

424 x 7 = 2968

2068 / 4 =742

(@Lm B won the game.

(92/2 = 46)
(@I/m B gets a 46 points bonus.

Tan B:

3 ]J[ayers
(_P[a)/ers points: 120, 705,

120+105+92+46 = 363

363 x 7 = 2541

2541/ 3 = 847



